Focus (Rough Draft) 


Knowledge Focus Skills 


American History Lore - Deities 
Enclave History Lore - Demons 
Reaver History Zoology 
Brotherhood History | Psychology 
Organized 
Canadian History Crime 
Language - 
Mandarin Xeno-Biology 
Religious 


Language - German | Customs 


Language - French Fashion 


Language - Gray 
Tribe Fishing 


Language - Russian | Puppetry 


Language - Spanish 


Language - Arabic 


Language - 
Japanese 
Language - Binary 


Squad Leader Proficiency Overwatch Proficiency 
20: Mark Objective 20: Mark Target 
Squad Coordination 40: Battlefield Tracking 
Inspiration | Improved Squad Communication 60: Mark 2 Targets | Battle-Vision 


Bonus Squad Size 1 | Inspiring Presence 80: Improved Over-Watch Communication 


Tightened Formation : Mark 3 Targets | Battlefield Coordination 


Squad Leader Specialization (Requires “Squad Leader Overwatch Specialization (Requires “Overwatch Proficiency” at 
Proficiency” at 100%) 100%) 


20: Defensive Formation 20: Improved Over-Watch 


Rally | Improved Mark Objective 40: Mark 4 Targets | Battlefield Intelligence 


Halt! | Improved Inspiring Presence 60: Target Marking Efficiency 
Bonus Squad Size 2 | Advanced Squad Mark 5 Targets | Advanced Over-Watch 
Communication 80: § Communication 
100 
Hold the Line : Coordinated Strike 


Squad Leader Mastery (Requires “Squad Leader Overwatch Mastery (Requires “Overwatch Specialization” at 
Specialization” at 100%) 100%) 


20: Breach 20: Advanced Over-Watch 
40: Advanced Inspiring Presence | Assault Formation 40: Mark All Targets 


Tactical Retreat 60: Battlefield Efficiency 
Bonus Squad Size 3 | Master Squad 
Communication 80: Master Over-Watch Communication 


No Man Left Behind : Coordinated Offensive 


Avoidance Proficiency Crossbow & Spear Gun Proficiency 
20: Bonus AC 20: Aim Bonus 
Bonus Dodge 40: Bonus Hit 
Bonus Evade 60: Distance Bonus 


Bonus AC 2 80: Bonus Damage 


Evade Efficiency : Pinning Shot 


Avoidance Specialization (Requires “Avoidance Proficiency” Crossbow & Spear Gun Specialization (Requires “Crossbow & 
at 100%) Spear Gun Proficiency” at 100%) 


20: Bonus Dodge 2 20: Line Knowledge | Utility Efficiency 
Bonus Evade 2 40: Crippling Shot 
Dodge Efficiency 60: Power Shot 
Bonus AC 3 80: Rapid Reload | Antimaterial Shot 


Dodge Speed : Kill Crits | Bonus Penetration 


Avoidance Mastery (Requires “Avoidance Specialization” at Crossbow & Spear Gun Mastery (Requires “Crossbow & Spear 
100%) Gun Specialization” at 100%) 


20: Bonus Evade 3 20: Long Shot 
Avoidance Understanding 40: Bonus Knockdown 
Bonus AC 4 60: Bonus Critical Chance 
Bonus Dodge 3 80: Bonus Damage 2 | Grapple Shot 


Active Evade : Ultimate Strike 


Bow and Arrow Proficiency Assault Rifle Proficiency 
20: Aim Bonus 20: Bonus Hit 


40: Bonus Hit 
60: Distance Bonus 


80: Bonus Damage 


0: Multi Shot 


Bow and Arrow Specialization (Requires “Bow and Arrow 


Proficiency” at 100%) 
20: Pinning Shot | Rapid Reload 
Crippling Shot | Aim Bonus 2 

Power Shot 


Bonus Penetration | Antimaterial Shot 


Kill Crits | Multi Shot 2 


Bow and Arrow Mastery (Requires “Bow and Arrow 
Specialization” at 100%) 


20: Long Shot | Active Reload 
Bonus Knockdown | Aim Bonus 3 
Bonus Critical Chance 


Bonus Damage 2 | Grapple Shot 
Kill Frenzy 


Sniper Rifle Proficiency 
20: Aim Bonus: +5 
Cover Bonus: + 10 AC 
Distance Bonus: +5 Range 


Damage Bonus: + 2 CA 


Double Tap | Marked Target Switch 


Sniper Rifle Specialization (Requires “Sniper Rifle 
Proficiency” at 100%) 


20: Bonus Hit: +5 
Prone Dodge 
Bonus Knockdown: 25% 
Rapid Reload/Chamber 


Kill Crits 


Sniper Rifle Mastery (Requires “Sniper Rifle Specialization” 


at 100%) 
20: Critical Chance Bonus 
Rapid Mod | Fire for Effect 


Antimaterial Damage Bonus | Increased Critical 


Damage 


Damage Bonus 2 | Crippling Shot 


Kill Frenzy 


SMG Proficiency 
20: Bonus Hit 


40: Increased Burst Accuracy 


40: 
60: 


80: 
100 


Increased Burst Accuracy 
Distance Bonus 


On the Run | Bonus Damage 


Short Burst Efficiency 


Assault Rifle Specialization (Requires “Assault Rifle Proficiency” 


at 100%) 


20: 
40: 
60: 
80: 


Aim Bonus | Marked Target Switch 
Pistol Swap | Alt Fire Finisher 
Assault Rifle Charge 

Unrelenting Assault | Rapid Reload 


Focus Fire 


Assault Rifle Mastery (Requires “Assault Rifle Specialization” at 


100%) 
20: 
40: 
60: 


80: 
100 


Crippling Shot 
Run & Gun 
Burst Finesse 


Bonus Critical chance | Bonus Damage 2 


Bullet Storm 


Shotgun Proficiency 


20: 
40: 
60: 


80: 
100 


Bonus Hit 
On the Run 
Breach Shot 


Bonus Damage 


Meat Spray 


Shotgun Specialization (Requires “Shotgun Proficiency” at 


100%) 
20: 
40: 
60: 
80: 


Double Tap 

Shotgun Charge 

Shrapnel Shield 

Active Reload | Shell Juggler 


Shotgun Negotiation 


Shotgun Mastery (Requires “Shotgun Specialization” at 100%) 


20: 
40: 


60: 


80: 
100 


Run & Gun 


Unrelenting Assault 


Burst Finesse 


Bonus Critical chance | Bonus Damage 2 


Bullet Storm 


Pistol Proficiency 


20: 
40: 


Bonus Hit 


Aim Bonus 


60: On the Run 


80: Bonus Damage 
0: Short Burst Efficiency 


SMG Specialization (Requires “SMG Proficiency” at 100%) 
20: Rapid Reload 
SMG Charge 
Crippling Shot 
Run & Gun 


Multitasker | Meat Spray 


SMG Mastery (Requires “SMG Specialization” at 100%) 
20: Critical Chance Bonus 
Burst Finesse 
Bonus Critical chance | Bonus Damage 2 


Focus Fire 
Bullet Storm 


Machine Gun Proficiency 
20: Bonus Hit 
Increased Burst Accuracy 
Distance Bonus 


Suppressive Fire | Bonus Damage 


Burst Efficiency 


Machine Gun Specialization (Requires “Machine Gun 
Proficiency” at 100%) 


20: Cover Bonus | Weapon Weight Efficiency 
Unrelenting Assault 
Improved Suppressive Fire 


Rapid Reload | Bonus Knockdown 


Antimaterial Damage Bonus | Focus Fire 


Machine Gun Mastery (Requires “Machine Gun 
Specialization” at 100%) 


Critical Chance Bonus 


Rapid Mod | Fire for Effect 
Aggressive Negotiation | Advanced Suppressive 
Fire 


Bonus Damage 2 | Meat Spray 


Black Rain 


Harpoon Launcher Proficiency 


20: Aim Bonus 
40: Bonus Hit 


60: Distance Bonus 


60: On the Run 


80: Damage Bonus 


Double Tap 


Pistol Specialization (Requires “Pistol Proficiency” at 100%) 


20:  Antimaterial Hit Bonus | Increased Critical Damage 
40: Distance Bonus 
60: Multitasker 


80: Rapid Reload | Blind Marksman 
100 
: Pistol Flurry 


Pistol Mastery (Requires “Pistol Specialization” at 100%) 


20: Crippling Shot 
40: Triple Tap 


60: Bonus Critical chance | Bonus Damage 2 


80: Run & Gun 
100 


Kill Frenzy 


Mini-Gun Proficiency 


20: Bonus Hit 
40: Increased Burst Accuracy 
60: Distance Bonus 


80: Suppressive Fire | Bonus Damage 


Burst Efficiency 


Mini-Gun Specialization (Requires “Mini-Gun Proficiency” at 
100%) 


20: Cover Bonus | Weapon Weight Efficiency 
40: Unrelenting Assault 
60: Improved Suppressive Fire 


80: Rapid Reload | Bonus Knockdown 
100 
: Antimaterial Damage Bonus | Focus Fire 


Mini-Gun Mastery (Requires “Mini-Gun Specialization” at 100%) 


20: Critical Chance Bonus 
40: Rapid Mod | Fire for Effect 


60: Aggressive Negotiation | Advanced Suppressive Fire 


80: Bonus Damage 2 | Meat Spray 


Black Rain 


80: Bonus Damage 


0: Pinning Shot 


Harpoon Launcher Specialization (Requires “Harpoon 
Launcher Proficiency” at 100%) 


20: Line Knowledge | Utility Efficiency 


Crippling Shot 
Power Shot 


Rapid Reload | Antimaterial Shot 


Kill Crits | Bonus Penetration 


Harpoon Launcher Mastery (Requires “Harpoon Launcher 
Specialization” at 100%) 


20: Long Shot 
Bonus Knockdown 
Bonus Critical Chance 


Bonus Damage 2 | Grapple Shot 


Ultimate Strike 


Over-Watch: For 4 AP a character may go into an Over-Watch state. This will allow for marking 
targets as well as other abilities based on the characters Over-Watch level. Taking damage, 
moving, or using a skill action will drop Over-Watch immediately. The range of effect for Over- 
Watch is based on half a characters sight range. 


Mark Target: For 2 AP a character may mark one target. All allies in communication with the 
character in Over-Watch receive a +15 to hit that target. 


Battlefield Tracking: Character in Over-Watch can “track” all marked targets and allies as long as 
they are in Over-Watch 


Battle-Vision: All tracked allies in communication with the Over-Watch character are immune 
from sneak attacks from enemies in the Over-Watched area. Also all enemies viewable by over- 
watch are considered within line of sight for all allies (Obstructions can still resist range attacks). 


Improved Over-Watch Communication: Gain a +30 to Expression, Interpersonal, and Public 
Speaking for the purposes of staying in communication with allies during Over-Watch. Silent 
communication (like hand signals) can have basic complexity. (ex. “Go there” “Kill that” 
“Character needs help”) 


Battlefield Coordination: All allies in the over-watch area receive +5 Sequence, a single free 
trade per turn, and 2 free movement per turn. 


Improved Over-Watch: Going into overwatch now costs 3AP. Character and allies now get a +20 
to hit as well as a +3 damage bonus per attack against marked targets. Using a skill action no 
longer drops overwatch but taking damage or moving will still drop Over-Watch immediately. 
The range of effect for Over-Watch is now based on a characters sight range and can now (for 
already marked targets) extend past obstructions. 


Battlefield Intelligence: Knowledge of the battlefield and tactics. While in active overwatch you 
will have an opportunity once per round as a free action to discern a targets possible rank, 
tactics, loadout, and other information pertaining to the current encounter. To roll Battlefield 
Intelligence make a knowledge roll times the number of ranks in overwatch. A successful roll will 
continue to reveal information as long as the target remains marked for the remainder of the 
encounter. 


Target Marking Efficiency: Marking a target now only costs 1AP. 


Advanced Over-Watch Communication: Gain a +60 to Expression, Interpersonal, and Public 
Speaking for the purposes of staying in communication with allies during Over-Watch. Silent 
communication (like hand signals) can be far more complex. 


Coordinated Strike: Select a marked target and perform a standard non-targeted attack at the 
same time each ally that is in communication, has the necessary AP, and has line of sight on the 
target may perform a standard non-targeted attack against the same target. Have each 
successful hit roll their damage normally but ignoring critical effects and counting minor crits as 
double damage and full crits as triple damage. All damage is then added together and counts as 
one massive strike with the damage type being whichever made up the majority of the damage; 
In the event of a tie the character who initiated the coordinated strike chooses. This type of 
attack is considered unblockable, unevadable, and partially uninterruptable 


Advanced Over-Watch: Going into overwatch now costs 2AP. Character and allies now get a +30 
to hit as well as a +7 damage bonus per attack against marked targets. Using a skill action and 
moving no longer drops overwatch but taking damage will still drop Over-Watch immediately. 
The range of effect for Over-Watch is now based on a characters sight range x2 and can (for 
already marked targets) extend past obstructions. 


Mark All Targets: All potential targets in the over-watch area are considered marked 


Battlefield Efficiency: All allies in the over-watch area may take actions for one less AP minimum 
2; 


Master Over-Watch Communication: While in Over-Watch communication with all allies in the 
Over-Watch area is automatic, complex, and silent even when obstructed. 


Coordinated Offensive: Select a marked target and perform any single attack at the same time 
each ally that is in communication, has the necessary AP, and has line of sight on the target may 
perform any single attack against the same target for 2 less AP minimum 2. Have each 
successful hit roll their damage normally but ignoring critical effects and counting minor crits as 
double damage and full crits as triple damage. All damage is then added together and counts as 
one massive strike with the damage type being whichever made up the majority of the damage; 
In the event of a tie the character who initiated the coordinated strike chooses. If the attack kills 
the target the GM will assign the extra damage onto another equal or lesser target, this will 
continue until all damage has been expended or no hostile targets remain. This type of attack is 
considered unblockable, unevadable, and partially uninterruptable 


